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A list of possible targets in the Ploesti 


Campaign Game. 





Forming up with your bomber group over 
your airbase. 





Heading out of Ploesti, your B-24 shows 
# 2 engine out and #3 supercharger out. 












Landing on Vis, one of your airbases 
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The time: March 1944 
The place: 460th Bombardment Group HQ, Italy 


The target: Ploesti, Rumania — the major supplier 
of oil for Hitler's war machine —- and one of the 
most heavily defended sites in Nazi Europe. 


You command the lead B-24 Liberator, which will 
determine the course of action for an entire formation of 
forty B-24s. But first, you must learn to fly this cantan- 
kerous bomber. At the beginning, it will be hard enough 
just to get off the ground or land without crashing. Then. 
you'll have to deal with its real probJems: Fuel leaks: 
failure-prone superchargers; heavy tail. Two simpler 
scenarios are provided so you can practice taking off, 
flying in formation against flak and enemy fighters, 
bombing targets and landing. 

Once you're ready, it’s time for the real thing: 19 har 
rowing missions over 12 oil refineries near Ploesti. You 
can fly in real time, or up to sixty times faster. 

Before you take off, you must check the weather fore- 
cast to see if the targets are overcast or clear. The wind 
forecast will help determine how much fuel and how 
many bombs you can carry. Once you're in the air, your 
goal is to form up with the rest of your bombers and race 
to your fighter escort rendezvous points. Your fighters 
will be waiting for you at a specified place and time. 
Don't be late because they can only stay up for so long. 

As flak explodes and enemy fighters converge around 
your group, you'll have to decide to stick it out or bail out 
should your engines or instruments fail. 

Your job is to reduce Ploesti’s total oil production 
below what was accomplished historically (8500-9500 
tons/day). If you succeed, you'll be told how much you 
would have shortened the war in Europe. 

OK, you've been briefed, and we know you're excited 
to jump into the cockpit. But first, a sobering fact: Of 
the 60 aircraft that the 460th Bomb Group historically 
started with, only 4 survived after the first fifty missions. 


Screen displays shown are 
from the Commodore 64”. 


Displays for other computer(s) 
may vary. Commodore 64 is a 
trademark of Commodore 
Electronics, Ltd. 
This game includes rou- 
tines from The Graphics 
Magician® by Polarware”. 
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B-24 
Apple Data Card 


Starling the Game 


Place game in your disk drive. Tum on your computer. Game will 
Start, 


ligs owners will need to set their machines to normal speed before 
play. 


When playing the Campaign game, you will have the option of using 
two drives. 


Playing the Game 


There |s no joystick option in the game, the following keys operate 
the game: 


Pitch Down 

Bank Left 

Bank Right 

Pitch Up 

Cancels fast time 

Aboris take-off 
Cril-A Balls out 


All else is the same as for the Commodore version. 
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1 ASTRA ROMANA (x724.92; y 162.94) 10. XENIA (x72276, y166.19) 

2 ROMANO- AMERICANA (x728.34; y 165.91) 14, CREDITUL MINIER (x723.94, y 160.40) 
3. CONCORDIA VEGA (x724.99; y168.57) 12. STEAUA ROMANA (x717.36, y175.48) 
4. PHOENIX UNIREA (x725.69: y 163.46) MOSTAR (x325.18; y186.50) 

5, DACIA-ROMANO (x726.44, y 165.41) BUCHAREST (x 733.15; y115.96) 

6. PHOENIX-ORION (x724.42: y163.44) 

7 COLOMBIA AQUILA (x723.76, y 164.04) 

8. STANDARD PETROL (x 725.4, y163.46) 

9. REDEVENTZA (x726.08; y 165.90) 
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form of crude oil; black gold, as it 
later would be known. 


the local stained black sheep unwit- 
tingly advertised—those that had 
been lolling around in the gullies of 
Pacureti, where the crude oil gushed 
out in mud volcanos. No one paid 


unquenchable flames leaping out of 
the several crevices in the area also 
went unquestioned. The secret 

was safe. 

Following his resounding success 
against the Turks, Michael the Brave 
set out with his army for Transylvania 
in Rumania, far across the Wallachian 
Plains. The warrior paused as he 
reached the entrance to the beautiful 
Prahova Valley, virtually impassable 

with its narrow gorges and untrodden 
forests, cutting and twisting its way 
through the Carpathian foothills and 
mountain. Impressed with its beauty 
and topography, he established camp 
there to prepare for the coming 
invasion of the future lair of the 
legendary Count Dracula. 


The following year, 1599, Michael 


the Brave was crowned Prince Michael 
the Brave. 


TWo years lat 
defeated by the 
manded by Zam 
Survived, and on 
the world’s first 
(Plo-ESS-tee), 


er the Prince would be 
Polish forces com- 
oski, but his campsite 
€ day would become 
oil boom town—Ploesti 
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trademark of Commodore 


BZ 


Underneath the Prahova Valley lurked 
one of the world's best-kept secrets— 
an abundance of latent energy in the 


Nature tried to reveal its secret, as 


attention to the blackened sheep. The 





by Leroy w. Newby 


Many consider the 
of the city to be 1856, whe: 

oil refinery was built (three yo am 

before Edwin L. Drake, a Tetired raj] 

road conductor, stnu 

Pennsylvania). 
Oil's commercial Possibilities be- 

came apparent when nea: 

became the world’s first city to have 

gas lighting. 

Fifty years later there would be ten 
or more oil refineries ringing Ploesti, 
with names like “Romano Americana,” 
“Concordia Vega,” “Steaua Romana,” 
“Unirea,” “Astra Romana” and so on— 
names that would be so familiar to 

young Americans and Britons who 
would not yet be a gleam in their 
fathers’ eyes for another dozen or so 
years. 

As the beautiful city of Ploesti 
entered the oil age it was called the 
white town of black gold. Oil was — 
always in the air. In the summer the 
fragrance of flowers competed with — 
the aroma of oil. The winter snowflakes 
smelled of oil. Twilight was always 

purple in Ploesti. Often a traveler 
arriving by train would remark, long 
before he sees the city, “There is the - 
smell of oil; we must be getting near 
Ploesti.” am F 
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On June 11, 1942, the streets of 
Ploesti were filled with strollers. Parks 
abounded with picnickers. Swimming 
areas were packed with families enjoy- 
ing themselves on a sunny day. It was 
a carefree community, not yet involved 
in the realities of war. 

That night the first bombs fell on 
Ploesti. Just a few, and they landed 
without effect in the outskirts near 
the Astra Romana refinery, the largest 
in all Europe. 

A new smell was in the air—the 
smell of war, and of death. 

HALPRO 
American military forces around the 
world had been reeling under Japan- 
ese attack ever since Pearl Harbor, 
suffering defeat after defeat. Home 
front morale was near the breaking 
point. 
Suddenly there was hope. On 
April 18, 1942, Lt. Col. Jimmy Doolittle 
led 16 B-25's from the deck of the 
carrier Hornet straight to the heart of 
Japan—the famous “Thirty Seconds 
over Tokyo” that served notice America 
wasn't dead. Americans everywhere 
Tesponded like their city had just won 
the World Series. 
In early May, the Navy followed up 
with a striking victory at the Battle of 
Coral Sea. The Navy then began its 


slow march, island by island, toward 
the Japanese mainland, 


: . 4. Have you fe 
ate oneured a board wargame before? 
5. Please comme 
Nt on th 
would like to pk the eae me a Nt 
. ‘ 
6. 
, ee many other SS] 8ames do you own? re 
¥ a did you learn about this game? 
_—— iend ' 
)Om 
pap Store 5) pacar = 
catalog 6) oth Ose Se 
: 


Later in the month, against this 
backdrop of the taste of victory, the 
United States went for another morale 
booster when twenty-three bomb- 
laden B-24 Liberator bombers were 
dispatched from a Florida air base— 
destination Tokyo, nearly 10,000 
miles away. When the attack force, 
known as HALPRO (Halverson Project 
No. 63), reached Khartoum, its plans 
were changed. The Japanese had cap- 
tured the last stopping point Chen- 
kiang on the east coast of China, so 
HALPRO was ordered to bomb the oil 
refineries at a place called Ploesti, 
Hitler's main source of oil for his war 
machine. 

On June 5, the United States 
declared war on Rumania, Hungary 
and Bulgaria to make the Ploesti 
attack legal. These countries had 
previously declared war on the United 
States, but had been ignored up until 
this time. 

The B-24 Liberator bomber had 
not yet been in combat in the Euro- 
pean Theater under American colors; 
American Air Forces bombers had not 
yet made a bombing attack in that 
theater, American Air Force Bombers 
had never flown a 2500 mile round 
trip mission; but, on the night of 
June 11, thirteen HALPRO bombers 
departed Fayid, Egypt to achieve a 
triple first, even though only one 
plane made it to the target. 

Little damage was done to the 


refineries, so the only significant result 


of their historical effort was to alert 
Germany that Ploesti could be had. 
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PHOTO A... Air view of Ploesti, Rumania — looking N from S Ploesti. 
Symbol Q locates TARGET 83. 
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The structures over the Prahova River raror 6 
aero and the Jalomitsa River raros 7, south of Ploesti 
are the largest of the group of bridges. The 

Prahova River Bridge rarest 6, south of Ploesti, 

carries the pipeline to Giurgiu. The size and simple 

construction of all the bridges would indicate that 

se their repair or reconstruction could be made in a 


short time. 


TARGETS 38, 39, 40, 41, 45, 50 Priority should be given 
to these refineries as they are the largest in 





be considered in conjunction wi 


TARGETS 140, 141, 142, 143, 144, The principal air fields 
in this area are grouped very near Ploesti with the 
exception of Floresti raroer 144, which is situated 
between Ploesti and Campina. In addition to 
these bases there are numerous landing grounds 
throughout the area. 
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LAND MARKS 


Circle, end of boulevard and trees. 
Munitions and Shell Casing Plant. 


- Railway Sidings of Astra Romana Refinery. 


Overpass over Railroad. 


- Public Building Area. 

» Technical School. 

. Cometa Refinery. 

. North Railway Station and Yards. 
. South Railway Station. 

» Noris Refinery. 

- Alumina Refinery. 


Fratia Refinery. 


|. Astra Romana Storage Tanks. 
. Railroad Roundhouse. 

. Overpass over Railroad. 

. Concordia Shops. 


Construction Company. 


. Main Roads. 
. Chimney. 


cot 


REFINERIES 


. Astra Romana. 

. Vega. 

» Orion, 

. Redeventa. 

» Xenia, 

. Main Freight Yards. 
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Information 
Screen 

This is the screen th 





GET ESCorT ar 
at provides you oo ee rene 
briefing” for the mission you 
osen. You may want to write 
down some of the information present- 
ed here so that you can refer to it later 
in the mission. 
“MISSION N” means this is your Nth 
mission. “GROUP EFFICIENCY = N” 
shows your current efficiency. The num- 
ber shown here will change after you fly 
missions. Successful missions increase 
efficiency; unsuccessful missions de- 


“JOIN ROUTE BACK ESCOR 
X650 Y140 BLK” gives the rende: 
block (screen) for your inbound 
“4:05 ET.” means the fighters | 
to arrive at the rendezvous area 
hours and 5 minutes of game time 
elapsed. Note: There are no 
BACK fighters for the Mostar 
“LEAD A/C IS N" gives you 
of the B-24 you will be flying 
will change following each 
which your lead aircraft 
Hit the space bal 
how much fuel you 
the Ploesti missio 


“TARGET LOCATION X Y” gives the 
X, Y coordinates of your target. You 
should be as close as possible to this 
location when you drop your bombs. 
The target is shown on your map at 
these coordinates. 3 
“BOMBING ALTITUDE ge! ee 
mission has been assigned a bom 
sa de of N feet. Bombing from 
d altitude 
other than the assigne 
will deduct from your bombing accuracy. 









] is needed depends on the 
pie at your target, your bombing 
altitude, the number of bombs you take, 
weather conditions, and your flying 
skill. NOTE: You can take off witha 
heavier load when there is a strong 
ann are now asked how many 500- 
pound bombs you want. The more 
bombs you take, the more difficult it 
will be to take off and the more fuel you 
will burn in reaching the target. 


, 
wk kk ke Kk 


Choosing the correct amount of fuel 
and number of bombs for a mission is 
an important and difficult decision. 
The following information is intended 
to help you choose the proper load. All 
of the following information assumes 
there is no wind. 

The higher the power setting at 
which you fly, the more fuel you burn. 
You will burn the following number of 
gallons per hour of flight: 


P9 388.8 P8 345.6 P7 302.4 
P6 259.2 Pd 216 P4 172.8 
P3 1296 P2 864 Pl 43:2 


One gallon of fuel weighs about 6 
pounds. A full load of fuel (2814 gallons) 
weighs 16,884 pounds. A full load of 
bombs (12 at 500 pounds each) weighs 
6,000 pounds. A full load of fuel and 
bombs will weigh 22,884 pounds. 

With a maximum load, your stall 
speed on take off is IAS 140 withO flaps, 
IAS 135 with 10 flaps, and IAS 125 with 
20 flaps or greater. With no load, your 
stall speed with 20 flaps is IAS 95. 

With each gallon of fuel you burn, 
you reduce your load by6 pounds, With 
each bomb you drop, you reduce your 
load by 500 pounds. Your load weight 
is therefore constantly changing, For 
every 84 gallons of fuel you have re- 
maining when you land, you could have 
taken one more bomb on the mission 

(in exchange for 84 less gallons of fuel). 

With a full load of bombs and fuel, 
your maximum continuous rate of climb 
is: at sea level, 594 feet per minute; at 
ALT 5000, 494 feet per minute; and at 
10000 feet, 400 feet per minute. At sea 
level with 1000 gallons of fuel and 





no bombs, your maximum continuous 
climb rate is 855 feet per minute. 

To reach bombing altitudes with a 
full load it takes a minimum of: 28 
minutes to reach 10000 feet, 59 min- 
utes to reach 15,000 feet, 1 hour and 
50 minutes to reach 20,000 feet, and 2 
hours and 40 minutes to reach 24,000 
feet. 

All of the above assumes an average 
IAS of 155. 

At sea level with no bombs and 1000 
gallons of fuel, your maximum cruising 
speed is IAS 201. With a full load, your 
maximum cruising speed at sea level is 
IAS 188. With a full load at 20,000 feet, 
your maximum cruising IAS is 163. 

Flying with a full load and an IAS of 
157.5: at sea level, you burn 302.4 gal- 
lons of fuel per hour and require a 
power setting of 7; at 10,000 feet, you 
burn 336.96 gallons of fuel per hour 
with a power setting of 7.8; and at 
20,000 feet, you burn 367.2 gallons of 
fuel per hour at a power setting of 8.5. 

Flying with 1000 gallons of fuel, 12 
bombs, and an IAS of 157.5: at sea level, 
you burn 250.56 gallons of fuel per 
hour with a power setting of 5.8; at 
10000 feet, you burn 293.76 gallons of 
fuel per hour at a power setting of 6.8: 
and at 20,000 feet, you burn 336.96 
gallons of fuel per hour with a power 
setting of 7.8. 


kK ke ke kk 


After you enter the bomb number, 
the take off screen will appear. Refer to 
the introductory game for information 
on takeoffs, bomb runs, and landings. 
If you have chosen weather, you may 
have to compensate for drift. 


7. Mostar and 
Bucharest 


The Mostar and Bucharest missions 
are not part of the campaign game. 
They are provided to give you an oppor- 
tunity to sharpen your gaming skills 
before going into the campaign game. 
Refer to the Data Card for illustrations 
of Mostar and Bucharest. 

Because these are independent mis- 
sions, they are handled slightly differ- 
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(+) Increases engine 
power up to a 
maximum of 9 


(—) Decreases engine 
power down to a 
minimum of 1 

(F) Lowers flaps down 
to a minimum 
of 40 

(R) Raises flaps 
up to a maximum 
of 0 

(1) Feathers engine #1 

(2) Feathers engine #2 

(3) Feathers engine #3 


(4) Feathers engine #4 
(Feathering will 
Streamline to reduce 
drag. Engines that 


— SS are losing oil or 
a es ones have lost power 
= should be feathered 
— en Once an engine has 
go Tr — = 


= lost oil, it cannot 
be feathered.) 
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(D) Lowers landing gear 
(U) Raises landing gear 


(A) 


(Q) 


Accelerates time by 
increments of 2 

to speed up the 
game. Maximum 
increase is times 60 


Toggle warning 
messages off and 

on. Can be used to 
eliminate the auto- 
reduction to slowest 
time when a warning 
is given 


Will abort a 

take off or mission 
When a mission is 
aborted, the rest of 
the group will bomb 
without you. Such 
bombing is inaccurate 
and some planes are 
lost to combat 


Opens bomb bay 
doors to permit 
bombing and turns on 
bombsight 


Drops bombs 


Closes bomb bay 
doors 


(18) Bail out (if over 
land and at least 
500 feet above it) 


(SPACE) Pauses game when 
hit. Restarts game 
when hit again 


(N) Calls for coordinate 
and time information 
from navigator and 
shows game map 


(E) Calls for fuel and 
formation information 
from engineer 


(Z) Accelerates game to 
fastest speed (> 60) 
immediately 











